St;ar VUarrior 







Meaning' 


#1 to 9 




J 


Jump 


T 


Tafc-e oir/Lfind 


B 


Turn Jighl 


L 


Turn leh 45° 


V 


Turn ar&urld fvOH&-JiiCf> } 


Table 2. Comhai Commands 


Wiial V«y Enlci- 


Meaning 




Launch missile Folfowed hy sriftSLR;%ge. 


AZIMUTH? Enler the number (l-Sj that 




ccrrEsponds 1o 1Iie direiclrori you wanS. 




Foirow^ed by messafle: RANGE? Ertler 1h& 




numiber 1 1-0 or SHJFT and 1-9 J Ihel 




con^espor^tJ^ lo the ran^u you want 


Q 


fire blaster 


F 


Fine powergun 


P 


Set powor-gun [^of f&ngc}. Foil£?w^(?d by 




message: TO WHAT"? Enler the number 




tA-9) at Lbe- new ran^e Factor ■sc-LliriCF you 




want 


S 


Force an*eid on'o'H (low power) 


X 


Fonoe shield qn, h^gh/law 


Tahls 3. Special CofnrnBf7d& 


Wh?t You Eh1<>j 




1 


Infffavisiijiiity on^bFf 


D 


R<^i&a£& dacdy 


H 


Hide 


E 


AcEivale emi^ions S*n£Or 


Q 


ObSi^rve- in-slallatiDn 


C 


Check subsystem Ts?aluH 


A 


ACbvSI^ auta-nepair i^y^lefn 


W 


Check currefii score fwinnin^?) 



SUMMARY OF PLAY 

Ir Star Warrloj; yau beco^Tie one of ihe Furies — a chaladir in 
paweri&d armor an a misspon to Ihe planei Fpmax. The- emphasis is 
dn Tast actign: you dan jump, or fly over F^wamp?. woDda. 

rfMXinlaln&, or plain lerrain m6 corriba? a varisly ot onGmy Lmils wilh 
lhre& diverse wEapc>n sySSems Vpii can gat slartod right away withi 
iri& baSHC^ on this card; the Baltle Manual fljtplEiina ovary (^imig in 
grealar detail. 

First locale ^hs Special Inatmction ShaeS for your particular com- 
pLiter vexsign, and load Ihe Cflssa-He or disk in LP your comrputer 
according tg ihas& inslruclion^, 

Next, in Ihe "pre-^ame" optigrs, pick ScanariO Or>c, Level oi 
□ illicuity 1 . and Suit 1 (tha Dragoon). Far PLAY INGTia^E. try 20. 

The map card SHOWS your starting posiiiPrt ard llie tarrairt of 
the 7 ^ e kilomet-ar "playing field" lor each scarariP. Tarrain arfects 
sighting (the chancea of spoiling an enemy unit or being spoiled 
by one) and mOvOnlsnl: in plain terrain (a clear E,craen with MO 
terrain symbols), movement on Itic ground is Jastflr, a.nd sighiing 
is easier. 

The ECusgmm^nds you can use during ihe game are described «i 
the reverse sida of ihia card. (Details are given in the Manual, bui 
note thBl I and P are not availahla lo tho Dragoon,) Do not uae the 
ENTEFI/FETUFIJM key. and, 10 mmimize corilusson, type a letter 
comrnand only wherh ? is displayed. 

The gpmpuier depigls the game situalion ttoth ttxtijally acid 
grgphically. The mejor porlion o1 tha screcin rapTesents an aroaaboul 
one kilomeler across (lOOO meters = .6 nriile). The halE^dozen idcnti- 
cat syfifibols sceS^ered aboul the screen indicate sgrt ai lorrain 
in lhal area (e.g , trees = woods). 

You are the iriore-or-less human-look«ng figure iniiially in the 
middle o( the screen, Oiher symbols represefit inslallatigns gr enemy 
units, all of which Rre hostile. The O command can identify the type 
of inatallation [FORT, fVllLITARV. or CIVILIAN — ihe laii^r nol being 
a legal target J or tell you whe^ il has been DESTBOVEO by yotir 
missales. (Blaster and powergun have no effect on installations ) 
Other enemy unils (INFANTRY, ROBOTANK, FLITTER, etc > wHI be 
shown (and idenliii:ed) only if ydu Ih&iti; you may be shol by an 
unseen unll or perbaps spot one tMlore il seeis. you. 

WOUNDS Are healed slowly but aiitDmaiically by the medfcal 
system, but you are dead aC WOUWDS: 1itX3%. Y£hj may Uy lo repair 
subsystems ih^t are DOWN by using the A cojnrFiand. 

In SceniSfiO One, your ^im ie. to wgrk your way gertErally northward, 
destroying fort&, military installalions. and mg|]Me units aayOuigo.Th& 
E command will tell you whethaf ihere is an installation in eaoh Of 
the araa^ adja&ent to Hie one you're ir. (It wojks differenlly in 
Scenario Two j yvhen FIECALL! is displayed, head south lax yOur 
r&oovery ship. The gajneendtwhen you exit o<f the sguih ^dge of tho 
"'playing field,'' 



STAR WARRIOR 



SCENARIO 





Mounlains 

Woods 
Swamp 
Plain Terrain 
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Vqur 
Starting 
Position 




STAR WARRIOR 

SCENARfO ^2 




- f J" r.' 



4 i ilL i 1 

* 4 ^ 4 + f T - 
4 i JL 4 * A 4 
I 4 f. 4 1 * +1*. 
* I 1 4 i Jl 4 A 



41 f 4 4 4 f 4 ^ i 4' t 4 4 4 i i 4- ^ 

RI44A|.tJf4l44A444^A4i 
1 4 W 4 4 4 J i 4 4 « 4 4 4 I 4 i , 

, 4 4 t 4 4 + I. * * 4 4 1 + 4 + 4. 4 4 J( 

j4*lli*l4LiJ:tl44*4l | i 

i * * ' J[ ■ /^i.i^r^-JL-' *■ ^ + J 1 1 4 ■*! 
p'^^'?!^^^^^^ 1 4 f 4 t 4 + 



■rji 



^414441 4 

4 i 4 4 * + 4 1 I. 

i 4 t 4 4 f I 4 + 

^-44 + 444 4^ 

1 4 J. 1 1 4 4 ■ " ^ 

4 4 * t I 41 
4 1^44**^ 

4 * # 4 4 * j 
4 i 4 4. 4 t 4 ^ 
4 4^444^. 

44^4^414 
4 4 4 4 4 4 4 4 4 



44*4 4444 +4 4*44* 
4il44 4 4l*Q4i4il\ 

4 4 * 4 * 4 4 4 f% A f 1 Jt 4 1 

-^—a—i-^-M 1 A J X J J ■ J ■ . . 



+ + * 
41^ 




Mountains 
Woods 
Swamp 
Plain Terrain 



Q 

Your 

Starting 
Position 




